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Abstract
An effective way of measuring balance training difficulty is needed to properly
conduct balance training. The instructor must ensure that the subject is partaking in
the proper balance training difficulty. If the difficulty of the training is too hard, the
subject may be at higher risk for injury. If the difficulty is too low, the subject may
not receive all the benefits of the program. The purpose of the research study was to
validate the Rate of Perceived Stability (RPS) scale. We recruited 25 subjects over
the age of 50. The subjects were community ambulators with no musculoskeletal
issues. The subjects completed three clinical balance tests and had their motion data
captured while playing the gaming conditions. Subjects were asked to give an RPS
score at certain times during the gaming. The scores should correlate with the
perception of their own stability. We hypothesized that the subjects' rank of gaming
condition difficulty should match the RPS scores assigned to the condition. A clear
majority of subjects matched their easiest gaming difficulty with their lowest RPS
score and their hardest gaming difficulty with their highest RPS score. Only four
subjects perfectly matched their gaming difficulty with their respective RPS scores,
and only two subjects had zero matches.

